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We are looking for the best 
PST Gamer in the country.. 

think you’ve 
got what 


SPORTS 
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HIE YEAR 


3 ince it's incep¬ 
tion four years ago, 

EA SPORTS'“Gamer of 
the Year has risen to 
become the pinnacle of 
New Zealand competitive 

gaming. Powered by Playstation®2, _ 

it has become the Holy Grail for 

EA SPORTS "and Playstation®2 gamers, the ultimate achievement for those with the speed 
of hand, the dexterity of mind and the strength of soul to kick some serious butt. 

Last year Jerry Teo beat all comers to win the title in Queenstown and take home ') ’*> 
the $10,000 prize pack of a Sony HS10 projector, home theatre system and 
Playstation®2 and will be back to defend his title this year. 


Do you have what it takes to become the undisputed champion and assume the mantle 
of EA SP0RTS'“New Zealand Gamer of the Year? 


HOW TO ENTER: 

Players must qualify by selecting 
and submitting their top score 
online in ONE of the EA SPORTS ” 
PS2® Qualifying Games: 


COMPETITION CALENDAR: 

ONLINE REGISTRATION: June 15 - July 25 
REGIONAL FINALS: August 2 - Christchurch, 
August 9 - Wellington, August 16 - Auckland 
GRAND FINAL: Friday, August 22 - Auckland 


Powered by 

$15,000 PRIZE PACK PlayStation®^ 

GRAND PRIZE: The Ultimate Sony Home Cinema Gaming pack and a Playstation®2 game console. 
2ND PRIZE: Sony 21 ” TV, 3RD PRIZE: Sony DVD Player, PLUS Spot & Runners up sponsors prizes. 


register now at www.easports.co.nz 

DO YOU HAVE WHAT IT TAKES? 


Complete Terms & Conditions available on the website. 
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thank you 

Adrian, Anne, Annie, Beanie. Ben, Chris, 
Dean. Debs, Deborah, Deftones, Ewan, 
Gina, Heath, Izzy, Jenny. Kate, Kaitlyn, 
Kenny, Luc, Macka, Mark. Matthew, Mike. 
Neal, Paul, Pip. Rachel, Radiohead, Robyn, 
Teresa, Tom, Wilf and Yunuen. 
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read me 


Welcome to another feature-packed issue of New Zealand's premiere 
gaming publication - ok, so its also New Zealand's only dedicated gaming 
publication but then why would you want another? 

The middle of the year is traditionally a very quiet time for us. The releases 
tend to dry up as the chill of winter sets in. Even so, we've managed to put 
together another action-packed issue, with over 30 titles featured, including 
the game that PC gamers have been waiting for. Rise of Nations. This ground¬ 
breaking strategy title was released earlier this month and is already proving a 
red-hot favourite amongst strat fans. Check out the review page 12. 

Plus we're taking a look at SOCOM: US Navy Seals, an exciting new shooter 
for the PlayStation 2. We also highlight E3, the massive games expo held 
annually in Los Angeles. Daniel Berry of www.videogames.co.nz has put 
together a comprehensive account of his E3 experience, with news of all the 
big announcements and upcoming releases. We'll be spreading our E3 cover¬ 
age out over the coming issues, taking a much closer look at the top games that 
we'll be seeing (or more importantly playing) in the not-too-distant future. 

There's news of EA Sports Gamer of the Year, which kicks off again this 
month, plus all the regular news, previews, reviews and prizes so keep those 
entries coming in. 


The contents of Gamefreaks are copyright and may not be reproduced in whole or in part without the consent of the publishers. 
The views and opinions expressed in Gamefreaks are not necessarily those of the publisher. 







TAKE OUT THE COMPETITION 


And a mailbox. And three fire hydrants. And a mime. 
And a pedestrian mall. And anything else that gets in your way. Because with Midtown Madness 3® you set the course. If grass seems faster, 
by all means drive on grass. If the sidewalk’s to your liking, you definitely have the right of way. Race through Washington DC and Paris and 
leave your impression on both. Just remember, there’s no right way to get there, as long as you get there first. HOMING GOON! 


Microsoft 


Official Llcanaad Prodi 


Games are better on Xbox! www.xbox.co.nz 


'studios 
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feature 


E3: THE GREATEST SHOW ON EARTH 

Local games journalist Daniel Berry reports on this year's event. 
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65,000 industry professionals from more than 80 countries gathered at the Los Angeles Convention Center for the ninth Electronic Entertainment Expo, the 
world's premier interactive entertainment trade show. Snoop Doggy Dogg (below) was seen checking out new titles at this year's event. Fo shizzle my nizzle 


E3 is traditionally held at the LA Convention 
Centre, spanning 5 main halls, and a number of 
smaller rooms, every major publisher and even 
some ones were promoting their upcoming titles 
and generating hype by giving demonstrations to 
the media journalists and retail attendees. 

Microsoft's Xbox Media Briefing held at the 
Grand Olympic Auditorium on Monday evening 
sparked the E3 excitement. Announcements in the 
form of the Xbox Music Mixer (bundled with a Kara¬ 
oke microphone) allowing the Xbox to become the 
centre of a *digital-entertainment-lifestyle*, the 
new Xbox Sports Network (XSN), and a deluge of 
fantastic games undeniably the event was a smash! 
The undisputed highlight of the show would be 
the live demo of HALO 2, but other notable games 
included; SW: Republic Commando, Doom 3, Coun¬ 
ter Strike, True Fantasy Live Online, Grabbed By The 
Ghoulies, Kameo: Elements of Power, Conker: Live & 
Uncut, Fable, SW: Knights of the Old Republic, Crim¬ 
son Skies, Project Gotham Racing 2, Steel Battalion: 
Line of Conflict, Dino Crisis 3. Soul Calibur 2, B. C., 


Top Spin, Amped 2, Brute Force, Voodoo Vince and 
Sudeki. XSN allows gamers to compete in online 
leagues, check dynamically updated lap records or 
team scores via a website or their mobile phone. 
Xbox was really pushing the online aspect of their 
console promising "to jack you into the online uni¬ 
verse like no other company can*. 

At Sony's press conference, mammoth titles 
were announced in the form of Metal Gear Solid 3, 
Final Fantasy X-2, Final Fantasy XI, Drakengard, Gran 
Turismo 4, Jak II, Ratchet & Clank: Going Commando, 
Ghost Hunter, Rise to Honor, iNinja, Rugby 2004 
are all phenomenal titles scheduled for release 
later this year and next. Not content with mere 
game sequels Sony also announced some excit¬ 
ing hardware revisions for the PS2 rebuilding the 
current model to incorporate an Infrared receiver 
and a revised Remote, allowing the user to eject 
the PS2 disc-tray and turn the power on and off. 
This new model will feature a quieter fan, a built 
in Network Adaptor, the ability to read DVD-R 
discs and a higher quality progressive-scan output 
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DVD player. Sony's pi&ce de resistance was an 
entry into the handheld-market called the Play 
Station Portable (PSP) using a proprietary disc 
called UMD (Universal Media Disc) that holds 
1.8 CB of data. Sony has high expectations for 
this flagship mobile gaming product dubbing it 
the GWalkman of the 21 st CenturyG. 

Nintendo's conference highlighted the con¬ 
nectivity between Camecube and the Gameboy 
Advance. Many franchise updates are utilizing 
innovative ways to connect the two machines 
and focusing on multiplayer aspects. Pacman 
uses the GBA as the screen for Pacman, while 
the other three players watch the TV screen 
and play as the ghosts trying to catch Pacman 
in a clever spin on the classic. Final Fantasy: 
Crystal Chronicles uses GBA's as a controller, 
allowing menu info for each player to be dis¬ 
played on the GBA screen thereby keeping it 
action packed! Mario Kart: Double Dash utilised 
a new LAN adaptor allowing players to connect 
their machines together to race each other. Big 
software releases for Gamecube included Star 
Wars: Rogue Squadron 3 Rebel Strike, F-Zero CX, 
Ceist, 1080 Avalanche, Pikmin 2, Wario World, 
Soul Calibur 2, Metroid Prime 2, Kirby's Air Ride, 
Legend of Zelda: Tetra's Trackers and Metal Gear 
Solid: Twin Snakes. The new GameBoy Player 
add-on for the GameCube, allowing you to play 
GameBoy and GBA games through your TV was 
being demonstrated. All the biggest GBA titles 
like Final Fantasy Tactics Advance, Mario & Luigi, 
Mario & Donkey Kong, Sword of Mana, Wario 
Ware: Mega MicroGameS, and Advance Wars 
2 were demonstrated via the GBA-Player and 
looked surprisingly great on a TV screen. 

Being an E3 GVirginG the number of exhib¬ 
its and people stunned me with over 80, 000 
attendees: grabbing giveaways, getting auto¬ 
graphs, and queuing to play games. E3 is a sen¬ 
sory overload with music assaulting your ears 
from all angles, and blinding lights and lasers. 

Of the third-party publishers, the biggest 
booths were those belonging to EA, Vivendi 
Universal, Capcom, Take 2 Interactive, THQ, 
Ubisoft, Activision, Eidos, Sega, and Konami all 
exhibiting their upcoming titles. 

EA was showcasing their annual sports fran¬ 
chise updates. Medal of Honor: Rising Sun, 007 
Everything or Nothing, Harry Potter: Quidditch 
World Cup, Sims 2, and Lord of the Rings: Return 
of the King. 

Vivendi Universal had a large Blizzard display 
with huge franchises like Warcraft III: The Frozen 
Throne, World of Warcraft, and Starcraft Ghost. 

Capcom's massive lineup for all three consoles 
included Dino Crisis 3, Onimusha 3 and Onimusha 
Blade Warriors, an online Resident Evil Outbreak 
game, P.N.03, Resident Evil 4 and a number of 
Megaman games celebrating his 15th Anniver¬ 
sary. 

Take 2 Interactive showcased GTA: Vice City 
for PC, Midnight Club 2, Max Payne 2: The Fall of 



1,350 never-before-seen computer and video game related products were on show at E3 this year. Exhibitors 
reported a large percentage of these products will be found on store shelves this year 
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Max Payne, and had gargantuan posters promot¬ 
ing Hitman 3. 

Ubisoft had a large booth with Batman: Rise 
of Sin Tzu , Prince of Persia: Sands of Time, XIII, 
Rainbow Six 3, and most excitingly a MMORPG 
Matrix Online scheduled for 2004. 

Activision's booth demonstrated Spiderman 2, 
Pitfall Harry, Call of Duty, True Crime Streets of LA 
and the latest skateboarding game codenamed 
T.H.U.G (Tony Hawk Under Ground). 

Eidos' booth displayed Lara Croft Tomb Raider: 
Angel of Darkness, Legacy of Kain: Defiance, Deus 
Ex 2: Invisible War, and Thief 3. 

Sega's stand had a number of Sonic games 
with Sonic Heroes for all three consoles Sonic 
Adventure DX for GameCube, and some GBA 
games Sonic Battle, and Sonic Pinball Party. 
Future titles included Altered Beast, Sega CT 
Online, Virtua On Man, Billy Hatcher & the Giant 
Egg, Vectorman, Headhunter Redemption, and 
Otogi Myth of Demons. 

Konami had a fantastic lineup of sequels with 
Silent Hill 3, Metal Gear Solid 3: Snake Eater, 
Metal Gear Solid: Twin Snakes, Castlevania: 
Lament of Innocence, Boktai: The Sun Is In Your 
Hand, and even a retro revival of Teenage Mutant 
Ninja Turtles for all three systems! 

Heaps of celebrities like Arnold Schwarzeneg¬ 
ger (T3), Jada Pinkett-Smith (Matrix Reloaded), 
while Anna Nicole Smith and Snoop Dogg came 
to perform some Karaoke at the Xbox Music 
Mixer booth. 

The amount of freebies given out from stands 
at E3 is unbelievable T-shirts, badges, posters, 
demo-discs, stickers, keyrings, magazines, 
even accessories were all freely given away. It 
became a test of strength and endurance trying 
to carry everything each day, as there were no 
storage facilities! 

After three harrowing days at E3 patrolling 
the aisles of the LA Convention Centre, taking 
photos, interviewing developers, meeting 
booth babes, and most importantly playing 
the future of gaming- I am so excited about 
the next wave of games that are coming that 
it is devastating having to wait until next year 
to play them! What surprises will E3LA04 have 
to offer? 

Massive thanks go out to Deborah and Debs 
from Pead PR for their amazing organization 
without your help I would have gotten lost and 
would have been way out of my depth! 

Gamefreaks would like to thank Daniel 
Berry (pictured here on the left picking up 
a couple of E3 souvenirs) for his contribu¬ 
tion this month. Keep an eye out for more 
coverage of the top games from E3 in future 
issues. You can check out more of Daniel's 
articles as well as more extended E3 coverage at 
www.videogames.co.nz 



Blood and Gore 
Violence 
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news 


EA GAMER OF THE YEAR 

Better start practicing now, qualifying opens June 15 

Electronic Arts New Zealand are once again in search of New Zealand's 
best all-round gamer. Last year's title went to Jerry Teo in a close fought 
final, and he'll be back along with a host of new entrants vying for the 
grand prize. Word on the street is that all entries are in for a chance 
at spot prizes along the way, and with the numbers of gamers in New 
Zealand exploding over the last 12 months competition is expected to 
be fierce. 

The format follows that of last year, with online qualifying to open on 
June 15 with SSX Tricky, Tiger Woods PGA Tour 2003 and Madden NFL 
2003. Overall competition will be across an expanded group of nine titles 
- all on PS2 • with the aim being a true test of all-round gaming ability. 
This year's the Grand Final will up in Auckland with Regional Qualifiers in 
Christchurch, Wellington and Auckland along the way. 

As a celebration of the indoor pursuits EA Sports Gamer of the Year is 
a big part of the gaming year here in New Zealand and full marks to all 
those involved for putting together a truly national competition. See 
you at the Regionals! 

Dates: 

Sunday June 15 - Start Date for Online Registration Period 
Friday July 26 - Close-off Date for Online Registration Period 
Saturday August 2 - Christchurch Regional Final 
Saturday August 9 - Wellington Regional Final 
Saturday August 16-Auckland Regional Final 
Saturday August 23 - National Final Auckland 




ATARI ANNOUNCE TERMINATOR 3 FOR NOVEMBER 

Arnold Schwarzenegger to make his first ever appearance in a video game 



Terminator 3: Rise of the Machines' has been announced for 
PlayStation 2, Xbox and Game Boy Advance. This first-person 
action game is currently in development for all major console 
gaming platforms and will be the first time Schwarzenegger's 
voice and likeness has ever appeared in a home videogame. 

Like Enter the Matrix, The Terminator 3: Rise of the Machines 
videogame storyline will weave in and out of the movie script. 

As the Terminator, players will face all comers in first-person 
action from the wastelands of the future to present-day Los 
Angeles. Military bases, laboratories and downtown Los Angeles 
are just a few of the more than 20 unique locations found in the 
game, which have been taken straight from the current Terminator 
timeline of events. 

In addition, more than 20 futuristic and modern-day weapons 
will be at the player's disposal including the SkyNet Arc-Laser, 
Tech-Corn Micro Rocket Launcher and the AR-15 Assault Rifle with 
M202 Grenade Launcher. 

Developed by Black Ops Entertainment, Terminator 3: Rise of 
the Machines is due here by November. 


IN THE NEWS 



■■ 


To keep in step with international 
trends, Sony Computer 
Entertainment NZ and Microsoft 
NZ recently slashed a whopping 
$100 of the PlayStation 2 and 
Xbox respectively. Both consoles 
are now available at the new 
recommended price of $399. 



Enter the Matrix has broken 
Australasian sales records, selling 
more than the previous fastest 
selling licensed title, Harry 
Potter. Atari have enjoyed huge 
sales globally as well, moving a 
million copies in North America 
and Europe in the first week. 




















LOS ANGELES-/ m Q4>mS, / TOKYO 


Meet the world's most notorious drivers on 
the streets of LA. Peris, end Tokyo 


Choose from the latest performance enhanced vehicles 
and compete to make a name for yourself 


There are no rules - drive anywhere in the city 
Find the fastest route to win 


The Midnight Club is now open to motorbikes 
Take advantage of the speed and control 


“One of the hottest racers ever to find its way onto the PS2." Official Australian Playstation 2 Magazine 
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www.koeigames.com 


”... the best-looking gome in the series yet . ” - ign.com 

W Play over 50 stages across 17 unique maps 
& Giant siege engines: battering rams, catapults, and bridge layers 
& Fierce new one-on-one duels 
& Create your own officers and bodyguards 
& New character-specific special attacks 
tf Brand-new Weapon Upgrade System 

ff Kingdom Play! Select a new general for each stage in Musou Mode 
& 3 brand-new officers for over 40 playable characters 
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BRUTE FORCE 

XBOX ■ JUNE 

This exciting new team-based third-person shooter is set in a futuristic 
world of spaceships, mutants and robots. Early comparisons to Halo have 
been made and some critics are already describing Brute Force as being 
"even better than Halo" but how could this blasphemy be true? Is that even 
allowed? 

Brute Force is not a carbon copy of Bungie's chart topping shooter like you 
might expect, but Halo's influence is very evident. The controls have a dis¬ 
tinct Halo-like feel about them, you can only carry two weapons at a time; the 
zoom feature on sniper weapons is the same and the story takes you to a sci-fi 
wonderland chock-a-block with aliens and futuristic transportation. 

The major differences are that this is a third-person shooter and rather than 
charge around like a one man wrecking crew. Brute Force places you in com¬ 
mand of a small squad of hardcore Commandos with rather unique gifts. 
There's the highly decorated weapons expert Tex, his heavy armour slows him 
down but his general distain for small weapons make him a good rooster to 
have on your side during a full frontal assault. There's Hawk with her stealth 
shield; she can scout ahead undetected and perform silent kills. Her gravity 
defying breasts are a constant source of distraction (and wonder). 

Brutus is a feral warrior, part man, part lizard, and arguably the toughest 
and most agile member of the group. Like Tex he shares a love for heavy 
weaponry and his numerous abilities include fast healing and super lizard 
heat vision that allows him to pick up heat signatures from otherwise hidden 
opponents. Last but by no means least, there is the ever-reliable Flint. This 
"fembot" sniper offers a steady trigger and lethal accuracy to the team. 
Whichever way you look at it, this is a sound squad, a good mix of strong, 
nimble characters with genuine expertise in assorted areas. Playing solo, you 
can switch between them at any time - it's as easy as tapping a direction on 
your D-pad. You can also issue basic commands like "stay put," or "cover me" 
to the others. More on Brute Force next issue! 




MIDTOWN MADNESS 3 

XBOX ■ JUNE 

Can a former PC racer make it in the 
cutthroat world of console driving 
games? Red hot Swede developers 
DICE think so. And they would 
know. They've already delivered an 
impressive Xbox racer (RalliSport 
Challenge) and a PC chart topper 
Battlefield 1942. 

Midtown Madness 3 is an arcade 
racer set in faithful recreations of 
Paris and Washington D.C. Each city 
offers tons of missions that focus on a 
particular occupation. Speed through 
Paris in a limo, or race the clock in a 
traffic-dodging taxi. Success brings 
the spoils, namely more missions and 
vehicles, from buses to sports cars. 
The idea here is high-speed fun and 
silliness - more Grand Theft Auto 
than GranTurismo. 



RTX RED ROCK 

PS2/XBOX/PC ■ JULY 
Epic Sci Fi Action/Adventure gets 
a boost from LucasArts with this 
promising looking title. Finding 
himself on an unexpected rescue 
mission, main character E.Z. Wheeler 
is a Radical Tactics Expert (RTX) up 
against insidious aliens invading the 
Red Rock colony on Mars. 

RTX status means he's a one-man 
army trained and equipped as 
the military's best with cyborg 
enhancements, plenty of guns and a 
robot sidekick. 

Gameplay features huge levels, 
designed around puzzle solving and 
alien encounters of the deadly kind. 
Story and atmosphere are likely to be 
top-notch from LucasArts, and look 
to evoke a classic sci-fi feel. 



DONKEY KONG COUNTRY 

GBA ■ JULY 

Generation X gamers will remember 
this title from its days on the Super 
NES. The GBA is now home to many 
a retro remake and it's remarkable 
just how well some of these platform 
games stand up today. 

Donkey Kong Country stars the 
infamous ape and his simian sidekick 
Diddy Kong. Together they're 
searching for their stash of lost 
bananas. You can alternate between 
the two apes during gameplay 
- Donkey is physically powerful, 
while Diddy Kong is faster and more 
agile - and you'll need to use both 
effectively to solve puzzles. New 
features include numerous multi¬ 
player minigames, a save-anywhere 
ability and some very ape unlockable 
character art. 



FI CAREER CHALLENGE 

PS2/XBOX/PC/CUBE ■ JUNE 
FI Career Challenge is the latest 
offering from EA Sports who have 
led the way in FI gaming in recent 
years. FI Career Challenge is the 
first ever FI RPG, allowing players 
to assume the role of a rookie driver 
competing over four successive, real- 
life FI seasons. 

The spotlight here is on hard-edged 
realism. All the tracks, all the teams, 
drivers and cars have been recreated 
with astonishing detail. They've even 
designed the characteristics of each 
Al driver to mirror the skills of their 
real-life FI counterparts. 

FI Career Challenge is released 
across multiple platforms at the end 
of the month; we're lookinmg for¬ 
ward to this one so check out the full 
review next issue. 
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RISE OF NATIONS 


Rise of Nations takes up the ultimate 
challenge, fusing the depth and 
global complexity of the 4X (eXpand, 
explore, exploit, exterminate) genre 
with the map-based intensity of 
RTS battles to create one big huge 
mother of all strategy games. If that 
wasn't ambitious enough, they've 
slathered on top a thick layer of 
economic and diplomatic options in 
an open-ended Risk-style Conquer 
the World campaign. The depth of 
experience in the development team, 
led by Brian Reynolds of Civilisation 
II and Alpha Centauri fame, and an 
obvious desire to tackle the hot 
items on every strat-geeks wish list, 
has resulted in a title promising the 
breadth, depth and detail to shake 
up the strategy world. 

From the snappy opening FMV 
the Rise of Nations team are pretty 
keen to show they've got this one 
nailed. The whole package comes 
together slickly, and the organisa¬ 
tion and range of features on display 
is impressive and reassuring. The 
manual seems slight compared to 
the size of the game, but along with 
the handy reference chart forms 
an invaluable resource for budding 
nation builders. A series of in-game 
tutorials is available and the level of 
instruction in both text and voice is 
scalable. Onscreen tips, help detail 
and access to the rules is available 
throughout the regular game. 

Resource management will be 
familiar to anyone with a passing 
knowledge of strategy games. 



Victory conditions in Rise of Nations vary , players can completely wipe out the 
enemy , go for more specific objectives or win by controlling 70% of the map 


DETAILS 

PLATFORM: 

PC 

GENRE: 

Real-time Strategy 

PLAYERS: 

1 Player/Online 

AVAILABLE: 

Out Now 

WEBSITE: 




Clashing armies always make a great spectacle when zoomed out to the 
fullest , the smoke and chaos of battle has been beautifully realised 


Rise of Nations has half a dozen 
common resources to be managed, 
each generated within its building 
type and with its own tech tree. The 
inter-relationships between the 6 
are extremely well managed and 
show the benefit of extensive expert 
game testing. A simple 'one of each 
type' strategy to equip your cities 
for economic growth will take you 
a long way, but beating a difficult 
opponent will be impossible without 
tweaking the resource production 
upgrades and fine-tuning the modi¬ 
fiers on wealth management and unit 
powers. 

Differing victory conditions offer 
significant alternative strategies 
to be explored. The use of national 
borders, expanded and supported 
by aggressive building programmes, 
is important in controlling access to 
resources. Individual resource supply 
points are inexhaustible, largely 
avoiding the weak play of starve-to- 
death scenarios, but building steady 
growth in throughput is crucial in 
maintaining age advance, technol¬ 
ogy and troop strength parity. The 
Market, where abundant resources 


can be sold and required resources 
purchased under a range of game- 
influenced conditions, opens up 
another advantage. Faithful to the 
best RTS traditions, victory is often 
a consequence of efficient defence 
and effective counter-attack capabil¬ 
ity, so keeping the reinforcements 
coming is crucial. 

A host of hotkey options allow for 
fast selection of different unit types, 
and a mixed army can be deployed in 
pre-set formations with a drag and a 
click. However this can sometimes be 
fiddly in the heat of battle as a care¬ 
less wave of the mouse commits your 
troops to a minor reshuffle, distract¬ 
ing them from combat and putting 
siege units through a lengthy set-up 
cycle that leaves them exposed. The 
sheer number and level of customisa¬ 
tion for controls is mind-boggling, 
even intimidating, but most gamers 
would benefit from investing time 
exploring the options. 

The basic Al is quite reasonable, 
although not expert in picking its 
targets. The combat engine resolves 
conflict comparing unit types as well 
as unit strength, which means that 
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heavy cavalry will always struggle 
against heavy infantry for example, 
so it is important to get in there to 
assign appropriate targets and rein¬ 
force vulnerable units. Combat units 
can be set to a variety of stances from 
aggressive to defensive, and even to 
prefer economic or military targets. 
While this is sophisticated enough to 
allow for set and forget type opera¬ 
tions it is incredibly satisfying to 
zoom into a difficult battle and take 
personal command of the troops to 
swing the tide. 

The single-player experience is 
complete, offering a consistent chal¬ 
lenge across the various disciplines 
managing resources, technology and 
unit command. Economy and diplo¬ 
macy have been worked in expertly, 
making this game more than a mar¬ 
riage of 4X and RTS. The Risk-style 
map that governs the Conquer the 
World campaigns is a work of genius, 
and it will be several campaigns 
before all the options for influenc¬ 
ing opposing nations are thoroughly 
incorporated into your play. 

The potential for multiplayer 
online or LAN is enormous. Conquer 
the World allows for buying terri¬ 
tories or influence and negotiating 


alliance deals, which can seriously 
boost resource and troop capabili¬ 
ties in battle. 

The use of strategic cards to 
modify game conditions extends 
from simple pluses to resource gath¬ 
ering to serious spoilers on opponent 
abilities and even allows for pain- 
free annexing of enemy territories. 
Expect this title to tap a deep vein of 
scarily impressive devotees working 
through their Napoleon complex at 
the expense of newbies and click- 
and-drift cruisers. 

Overall the game design reconciles 
a horde of features with an astound¬ 
ing level of finesse. The needs of 
the gamer have been anticipated 
expertly at every turn; everything is 
superbly balanced and interconnects 
with a consistent rule of reason. 

On paper it seems to run the risk 
of falling between the two camps, 
threatening the twitch-averse turn- 
based strategists and appearing too 
heavy and complex for the rush-and- 
crush RTS crews. But the reality is a 
triumph of gameplay over any other 
feature, combining detail and con¬ 
trol with enough fun to satisfy the 
creative and ambitious commander 
within us all. 




The stated minimum specs for the game - Pill 500, 128MB RAM, 16MB Direct3D required/PI11800, 256MB RAM, 32 MB 
Direct3D recommended - seem quite reasonable. The game itself runs in 1024 x 768 and pumps a fair few pixels in the 
heat of battle. The increased real estate allows for extensive reporting in the well-designed interface, which tames the 
flood of data by grouping information into consistent areas on screen 
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SOCOM: US NAVY SEALS 


ill DETAILS 

PLATFORM: 

PlayStation 2 

GENRE: 

Action/Shooting 




You are either with us or you're with the terrorists! SOCOM US Navy Seals has 
already sold more than a million copies so far in the US alone 


PLAYERS: 

1 Player 

AVAILABLE: 

July 4 

WEBSITE: 





It's not easy to pigeonhole this 
title into a category. It's part 
team-based combat, part tactical 
first-person shooter. It's the first 
console game to feature voice 
recognition technology. And on 
top of everything else, SOCOM: US 
Navy Seals is the first PlayStation 2 
title to be played online in the US. 
The PS2 broadband adapter is not 
yet available in New Zealand so any 
online functionality is irrelevant, at 
least for the time being. Fortunately 
for us, like so many of the new wave 
of console titles with temporarily 
extraneous online features, SOCOM 
can cut the mustard as a single player 
game as well. 

The first-person shooting (FPS) 
genre is lacking top-quality titles on 
the PS2. There is nothing to seriously 
rival Halo or Metroid Prime (Xbox 
and Gamecube respectively). The 
Medal of Honor and Red Faction 
franchises have been very popular 
but you couldn't describe them as 
being particularly groundbreaking. 
SOCOM US Navy Seals, though 
not strictly a FPS, will go some way 
towards filling this void. The entire 
game can be played as a FPS with 
the added appeal of being able to 
switch to a third-person perspective 
anytime you please. 

The game ships with a nifty head¬ 
set that allows you to receive and 
dish out commands to your squad. 
Though it feels quite alien at first, 
barking out orders quickly becomes 


second nature. "Bravo, move to point 
Delta", "Bravo team fire at will!" 
"Bravo make me a sandwich!" Ok, 
so you'll be waiting a while for that 
sandwich but two out of three ain't 
bad. Pressing the square button 
during play opens a link where you 
can give the squad simple commands 
using a menu system or by uttering 
them into your microphone. 


It's a huge kick at first seeing squad 
members respond and trot off into 
the forest, or the snow, or to wher¬ 
ever you sent them. 

With leadership comes the added 
weight of responsibility. Your men 
follow orders blindly, so if you tell 
one of them to deploy an explosive 
charge they'll do it, regardless of 
who's in the way. They'll also march 


off into a hail of enemy gunfire if you 
are careless so it pays to familiarize 
yourself with your mission and have 
clear objectives mapped out. The 
levels can be complex but there is a 
ton of intelligence to wade through 
before each mission so there is no 
real excuse for being unprepared. 

The twelve missions are nicely 
varied - the first one is reminiscent 
of the opening sequence of Metal 
Gear Solid 2. Set at sea, on a barge 
overrun with terrorists - this is the 
closest thing SOCOM has to a train¬ 
ing level. Then it's off to Alaska to 
mop up a gang of terrorists that are 
camped out on US soil (who thought 
that was a good idea?). 

Later missions take you deep into 
the jungle, the desert and so on. 

The lack of backup split screen 
options means that SOCOM can 
currently only be played in single 
player but this aside, SOCOM: US 
Navy Seals remains a highly original 
PS2 shooter that should prove a hit 
when it arrives in local stores early 
July. Woot! 
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DARK CHRONICLE 


DETAILS 

PLATFORM: 

PlayStation 2 


PLAYERS: 

1 Player 

AVAILABLE: 

TBA 


WEBSITE: 





Dark Chronicle is the sequel to Dark Cloud, a well-liked PlayStation 2 RPG 
that we reviewed WAY back in our third issue, almost two years ago. 

Two years is a long time between sequels but it appears that the games 
creators have used the time wisely. Dark Chronicle is an absolute marvel of 
an RPC. Good enough (but more importantly, clever enough) to compare 
alongside the recent masterpiece Legends of Zelda: The Wind Waker. 

One of the more obvious comparisons that will be drawn between Dark 
Chronicle and Nintendo's most recent Zelda title is their toon-like facade, 
which is less cartoon-like in Dark Chronicle, blending cel-shaded characters 
with more traditional, rendered 3D environments. But the resulting world 
and cast of characters are just as charming. 

Console RPG fans often get left out in the cold on the PS2; the Final Fan¬ 
tasy series has struggled somewhat with the evolution to a more powerful 
console. But Dark Chronicle appears to have picked up the slack and then 
some, hitting the mark on virtually every level. 

This is a total smorgasbord of gaming styles and genres, including 
exploration on an epic scale, puzzle-solving, party-management and all 
the standard trappings of an RPG. But Dark Chronicle also borrows from a 
number of unlikely sources. It contains a watered down fishing sim, remi¬ 
niscent of Sega's Seaman, which was somewhat of a minor cult-classic on 
the now extinct Dreamcast. There are also city building elements, there's 
a breeding game (as seen in the Final Fantasy Chocobo spin-offs), you can 
design then build weapons, and you can even master time travel! 

The game bundles all this, and a whole lot more, together with consum¬ 
mate ease and out-and-out class. For lovers of console role-playing games. 
Dark Chronicle, exclusive to the PS2 is as good as it gets. 




Just as we went to print. Dark Chronicle's release date 
slipped, we'll bring more news on this remarkable new 
RPC a little closer to release 



You can also change characters between battles so you can 
build up a nice, er, quiver of available heavies to draw upon 
instead of just the usual one 


DYNASTY WARRIORS 4 

Ancient China has never looked this good. Koei's fourth title in the 
popular (and historically, reasonably correct) Dynasty Warriors series 
has been released here and gamers will be divided into two camps: 
those having followed the series and those having never heard of 
it before. For those who fall into the latter. Dynasty Warriors is set 
during the bloody Han Dynasty of China's history and, once you have 
chosen out of the three available clans, you are charged with going 
out onto the battlefield and whupping the other guys. 

The available playable characters are truly superhuman; out on 
the battlefield your blows can easily take out 10 to 20 guys in one 
sweep of your massive sword which makes for amusing fight scenes. 
The battlefield action is, as per the others in the series, fast-paced 
and chaotic, with literally hundreds of cannon fodder running about 
tending to your needs. 

Naturally all your characters can be improved with time and expe¬ 
rience, and items picked up during battle will increase your stats 
- although you can only equip these found items between missions. 

Of course there have been new features added to this release, the 
most notable being the addition of siege engines. Order a battering 
ram to bust a gate down and you'll be focusing on picking off the 
would-be defenders, or lay down a moat bridge and spend your time 
defending it at all costs, it's up to you. 

Graphically this title has only marginally improved upon its pred¬ 
ecessors, but seeing as the previous Dynasty Warrior games have 
been nice enough looking this ain't a bad thing and to make things 
even sweeter the frame rate during battles is kept pretty smooth 
and consistent. 


DETAILS 

PLATFORM: 

PlayStation 2 

GENRE. 

Strategy/Fighting 

PLAYERS: 

1-4 Players 

AVAILABLE: 

June 27 

WEBSITE: 

www.ho*i.ca«/faiii«*/ 
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STAR WARS: THE CLONE WARS 


ill DETAILS 


PLATFORM: 

Xbox/PS2/Cube 


GENRE: 

Action/Shooting 

PLAYERS. 

1-4 Players 

AVAILABLE: 

Out Now 


WEBSITE: 

www.ea.co.nz 





New out is this LucasArts release polished and given a visual tweak to 
exploit the Xbox muscle following a release on PS2 and Camecube. The 
action picks up from Episode II and fills in the vital details of Anakin 
Skywalker, Obi-Wan and Mace Windu fighting the Separatists in the 
legendary Clone Wars. As such the game represents a pretty significant 
chunk of the Star Wars history, since Episode III starts after the Clone 
Wars end. 

As per the films not much time is wasted dropping you right into the 
action. The controls are pretty simple, and well-suited to the Xbox con¬ 
troller. Most of the play involves piloting vehicles of varying destruction 
capabilities, and your dreams of piloting speeder bikes, assault walkers 
and assorted Star Wars machinery are readily realised. The mission based 
play keeps you busy, with the occasional foray out on foot amongst the 
massed clones armed with your trusty lightsabre and the ever popular 
Force 'push'. 

There is plenty to look at, with the Xbox version cranking out the light¬ 
ing and particles effects and an awesome number of objects on screen to 
give that epic battle look. Slowdown and shudder make an appearance 
here and there, possibly due to the title's mixed platform heritage, but is 
a bit of a let down for Xbox owners who have come to expect rock solid 
graphic performance. However LucasArts productions justifiably have a 
reputation for audio excellence and the surround sound does a fantastic 
job immersing players in the game experience. 

Leading the Republican Army Jedi-styles is undoubtedly cool, and the 
chance to play out characters like Anakin and Obi-Wan through some 
crucial Star Wars story action will be attraction enough for some fans. 




Backed up by solid gameplay, a good variety of vehicles 
to master and non-stop shooting, this is a worthy 
addition to the Star Wars universe 



All the characters, creatures and shadowy environments look 
great: the real stars are the zombies who have been nicely 
motion captured, using real-time rendering and the speedy 
frame rate keeps everything looking tiptop 


RESIDENT EVIL DEAD AIM 

Light gun games hold few surprises. Resident Evil Survivor certainly 
offered little in the way of imagination when it was released for the 
original PlayStation. Capcom have come up with another shooting 
title Resident Evil: Dead Aim, which has the series back on track. 

Resident Evil: Dead Aim features a simple plot that unravels via a 
series of highly cinematic cut scenes. You play trigger-happy Bruce 
MacGivern, stuck on a zombie-infested Love Boat and a long swim 
from shore. 

Unlike past gun games, Dead Aim can be played quite successfully 
using a Dualshock controller. However it's preferable to use a light 
gun (both G-Cons will work) and if you're nimble-fingered, you can 
use both. 

Resident Evil: Dead Aim allows you to switch from a first to a 
third person perspective, depending on what's happening. During 
a shooting frenzy the action takes place in first-person mode. This 
coupled with the new fast reload feature makes life infinitely easier 
when faced with multiple targets. When the danger has passed, play¬ 
ers will then switch back to a third person view where you will do the 
bulk of your exploration, hunting for weapons, keys and searching 
for copious green herbs. 

There's also a "zombie radar" that alerts you when you're about to 
be attacked but don't worry, you'll still jump no matter how much 
warning you get. Moody lighting and creepy sound effects will help 
you on your way to a coronary as zombies leap from dark corners, 
spewing their last meal. 

Resident Evil: Dead Aim is almost ground-breaking; it has a higher 
level of interactivity and imagination than other gun games and 
could go on to outshine them all. 


ill DETAILS 

PLATFORM: 

PS2 

GENRE: 

Survival Horror 

PLAYERS: 

1 Player 

AVAILABLE: 

June 20 

WEBSITE: 
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TROPICO 2: PIRATE'S COVE 


DETAILS 

PLATFORM: 

PC 

GENRE: 

Real-time strategy 

PLAYERS: 

1 Player 

AVAILABLE: 

Out Now 

WEBSITE: 

•WWW. fT09dry.com/tTOpteoi/ 





The original Tropico was set during the Cold War. but rather than 
assuming the role of "goody two-shoes" mayor, building boring 
parks and humdrum hotdog stands, the plan then was to become 
a ruthless tyrant. 

In this newest addition to the Tropico series the idea is similar, 
only players now must create a 17 th century safe haven for cold¬ 
blooded pirates. 

Think Pharaoh or Civilization, throw in a few pirates and you'll 
have some idea of what to expect from Tropico 2: Pirates Cove. 

In order to build the ultimate pirate's paradise, you'll need 
to take captives and force them into slavery. The captives take 
care of building structures and other more tedious chores, leav¬ 
ing your pirates free to do what they please. Some captives are 
wealthy and can bring huge ransoms, but don't let any escape, 
or the world will soon hear of your buccaneer's paradise and you 
could be attacked. 

Tropico 2: Pirates Cove allows players to progress through gen¬ 
erations of piracy, with over 16 episodes (or levels) to play out. 

Upon establishing a bustling port city, you'll be able to dispatch 
your pirate ships to plunder riches and kidnap more slaves. You 
can also institute a variety of laws to suit yourself and your band 
of scurvy sea dogs. Free rum for all is a common decree, but then 
you'll need a good supply of wenches on standby for when the 
ships return. 

Increasing your status from a lout with a dinghy to the most 
feared swashbuckler on the high seas is ail the reward you'll 
need so ahoy landlubber, the rough and ready world of Tropico 2: 
Pirate Cove awaits thee. 



The animations are detailed and generally everything looks sharp. 
The interface hasn't changed since the original. Everything you 
need from buildings, various laws, and whatever information you 
need in the bottom of the screen. 


m DETAILS 

PLATFORM: 

PlayStation 2 

GENRE: 

Survival Horror 

PLAYERS: 

1 Player 

AVAILABLE: 

Out Now 


WEBSITE: 
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SILENT HILL 3 

Just whispering the words "Silent Hill" in someone's ear is enough to send 
them into paroxysms of cold, sweaty fear and it is always with no small 
amount of trepidation that you flick the console on and fire up the latest 
title in this terrifying series. Your character Heather begins the game in 
a dark, misty theme park accompanied only by dead people dressed in 
freakish pink bunny suits and mutants locked up in cages. The atmosphere 
is palpable - Konami have done a sweet job with the lighting which is so 
very critical in a horror title - a low mist rolls across the ground and your 
flashlight casts shadows that sometimes, for your health and mental 
wellbeing, you could just do without. 

In-game movie sequences are all filmed using the game engine which is 
just superb - the graphics are some of the best we've seen on a PS2 and 
they've done a great job of avoiding "that" PS2 look. The characters are 
extremely detailed and the monsters are awesome - there's a hound of 
doom that wanders about with a split head and a very large fleshy beast 
that resembles what can only be described as a large chop. 

The controls take some getting used to; moving forward is relative to the 
way Heather is facing which in combat situations can be tricky; combined 
with quick camera changes you can find yourself running headfirst into the 
monsters you so desperately want to avoid. Action is broken up nicely by 
timely puzzles of variable difficulty that can be solved without too much 
backtracking. 

Silent Hill 3 is a disturbing and genuinely scary horror game that despite 
its restrictions does its absolute best to surprise and terrify from start to 
finish. Check it out. Just don't blame us if the bedwetting begins again. 
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CLOCK TOWER 3 


ill DETAILS 

PLATFORM. 

PlayStation 2 

GENRE: 

Survival Horror 

PLAYERS: 

1 Playar 

AVAILABLE: 

June 27 

WEBSITE: 



Resident Evil and Silent Hill have spawned an army of copycat horror 
titles and one of the scariest (and most original) we've seen is Capcom's 
Clock Tower 3. 

There's an unsettling edginess to this game right from the outset. 
Perhaps it's because your character is not an armed member of a Special 
Forces unit, but rather a defenseless teenage girl whose only weapon is a 
scream, a bottle of holy water, and the ability to crawl off and hide. 

Clock Tower 3 is a surprisingly well penned story that is not quite Love* 
craftian but does manage to keep you hanging in there. After receiving 
an unsettling letter, Alyssa Hamilton returns home from boarding school 
only to find her mother missing and a mysterious gentleman boarder in 
her place. From there the story takes a rather weird twist and sets Alyssa 
on the path to her destiny to become the Brit version of Buffy. But rather 
than beat up bloodsuckers, Alyssa faces a much darker foe. She has to 
battle the evil spirits of criminally insane murderers in order to free the 
restless souls and end the torment of their victims - creeped out yet? 

Capcom have done away with the traditional health bar and have 
replaced it with a panic meter. Whenever Alyssa is scared, and this is 
often, the panic meter will max out causing her heart rate to sore, her 
vision to blur and even her movement will become erratic. Eeek! 

There's a lot of action packed into this relatively short game; challeng¬ 
ing boss battles, exploration, puzzle solving, pristine visuals including cut 
scenes seamlessly integrated into the storyline. 

Clock Tower 3 is out at the end of the month; even if you're a fan of the 
horror genre, we recommend you play this one with the lights on. 




The Al gives a good fight , and the momentum meter 
allows for exciting comebacks. Signature and special 
finishing moves seal the deal 




The rolling 3D countryside isn't just there to wow you 
visually; it is a major part of gameplay as your units have to 
use terrain realistically 


WWII FRONTLINE COMMAND 


World War II happened sixty years ago, yet WWII-inspired games 
like Sudden Strike, Battlefield 1942 and Blitzkrieg are proving 
popular with a number of younger gamers. 

UK-based developers The Bitmap Brothers (Z: Steele Soldiers) will 
be well known to some of you. Their newest title World War II: Front¬ 
line Command delivers all the stark realism that strategy buffs yearn 
for, recounting and playing out bitter WWII battles in real-time and 
picture perfect 3D. 

Like Sudden Strike, there is no base building to worry about; play¬ 
ers get a fixed amount of troop units (and hardware) at the beginning 
of a map, usually assigned to a certain task. Meeting objectives 
is always good but keeping your men alive seems to take a higher 
priority in Frontline Command than in C&C Generals for example. 
Specialized units are needed to perform specific tasks (snipers to 
snipe, engineers to engineer and so on) so keep the casualties down 
and the troops will follow you anywhere. 

Keep your head down and move along a stone fence line and 
there's a more than good chance that the enemy won't spot you. 
Stand up and it's Auf Wiedersehen. 

All the maps are blanketed by the fog of war but you can actually 
hear enemy tanks and vehicles (if they're on the move in reasonable 
numbers) by rolling your mouse over the unexplored, blacked-out 
areas. 

All the weaponry, vehicles and how they perform during combat is 
brutally realistic. Historical authenticity is something most gamers 
take for granted but how often have you rolled your eyes as a lone 
soldier with a pistol destroys a tank? That won't happen in World 
War II: Frontline Command. 


ill DETAILS 

PLATFORM: 

PC 

GENRE: 

Real-time Strategy 

PLAYERS: 

1 Player 

AVAILABLE: 

Out Now 

WEBSITE: 
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DEAD TO RIGHTS 


ill DETAILS 


PLATFORM: 

Xbox 


GENRE: 

3D Action 


PLAYERS: 

1 Player 

AVAILABLE: 

July 24 



* 


It's everybody's favourite cop story - a good man done wrong, vengeance 
and a hail of bullets. Grant City is the town that needs cleaning up, and Jack 
Slate the man to do it. 

Dead to Rights is predominantly third-person shooter, cut together with 
the obligatory deadpan voice-over and occasional cutscene. Namco have 
spent some time refining this title, initially having a lengthy development 
cycle prior to release on Xbox and then spending more time in the shop 
getting tuned and tweaked for this PS2 release. They've dialled back the 
difficulty, offering three levels to accommodate a greater range of playing 
abilities - although there's a Hard-boiled cheat out there for the truly keen 
- and hand-to-hand combat is no longer such a chore. 

Combat is the familiar run and gun, with a steady supply of bodies to stack 
and plenty of ways to do it. Juice through the Adrenaline for John Woo-style 
slow motion leaps to take out multiple opponents, disarm opponents and 
kill with one blow, or grab a human shield. Auto-targeting double-fisted 
pistol action is standard, upgrades include sub-machine gun, shotgun, 
assault rifle, rocket launcher, sniper rifle, or whatever comes your way. 
Our fave kill is the flammable canister with a sweetly timed toss-n-shoot, a 
guaranteed show-stopper. 

Backed up by Shadow, his trusty K9 companion who is good for a few kills 
and a handy mate for collecting weapons and ammo. Punctuating the story 
is a bunch of mini-games which break up the steady diet of killing. Some 
work better than others, but these are generally well integrated into the 
story and offer a nice variation from the usual door-key hunts and sneak 
tests common to this genre. Short, brutal and heavy on the body-count. 
Dead to Rights is a solid work-out for fans of the genre. 




Dead to Rights sure ain't gonna win any awards for 
originality in the plot department, but this noir action 
gun-fest has a lock on Most Ways to Kill so far for '03 


RED FACTION 2 


ill DETAILS 

PLATFORM: 

Xbox/PS2 

GENRE: 

First-person Shooter 

PLAYERS: 

1-4 Players 

AVAILABLE: 

June 19 

WEBSITE: 



* 


Every time a new first-person shooter is released for the Xbox, the 
question immediately becomes "how does it look next to Halo?" which 
is about as fair as throwing a promising fighter in the ring with a young 
Mohammad AM. 

Red Faction 2 is never going to scale to the dizzying heights of Halo but 
it's an entertaining console shooter nevertheless. 

If you're unfamiliar with the series, players assume the role of Alias, a 
demolitions expert and a key figure in the rebellion. You and your syndi¬ 
cate are attempting to remove an oppressive Saddam-like dictator from 
power. 

With that in mind. Red Faction 2 encourages players to shoot anything 
that moves, along with a lot of the stuff that doesn't. They've managed 
to build on the delightfully destructive Geo-Mod technology, creating 
a huge, even more interactive environment for you to blast your way 
through. 

Red Faction 2 also features highly rewarding vehicle play, placing you 
as driver or riding shotgun as the trigger-happy gunner. The gunship 
and tank provide genuine strike power and the sections that feature the 
battle suit and the submarine are equally memorable 

The game's simplistic control system is painless master and moving 
around the levels is a breeze, even during the heat of battle. Single player 
missions can be challenging, it can take a while to get through them but 
players can also go head-to-head against some friends using split screen 
options, even adding bots to increase the body count. 

Red Faction 2 on the Xbox offers various enhancements but anyone 
hoping for true bonus features is out of luck. This is a no-nonsense port of 
the PlayStation 2 version with sharper textures and improved sound but 
beyond that, it's precisely the same game. 




There's an elaborate, contrived storyline but as it should 
be in any first-person shooting title, plot is secondary to 
the fact that you get to run around with really big guns! 
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also out 


OUT THIS MONTH... 



ALTER ECHO 

PS2 ■ THQ 

As the shape shifter Nevin, play¬ 
ers must save humanity from certain 
doom at the hands of a sentient mind 
that has designs on the planet. Some 
interesting stuff here, players enter 
a fantastical universe and can even 
manipulate time, slowing it down to 
perform attack combos. 



RESIDENT EVIL III NEMESIS 

CUBE ■ CAPCOM 

The series has made a home for 
itself on the Cube, so Capcom are 
releasing the back catalogue. 

This is not a spruced up version, 
like we saw with Resident Evil, this 
is a direct port of the game that 
appeared on the PS1 at the end of 
last century. 



SOS: THE FINAL ESCAPE 

PS2 ■ TAKE 2 INTERACTIVE 
Trapped in a city devastated by an 
earthquake and violent aftershocks. 
Your aim is simple - you must survive 
and escape. There are no zombies, 
only a crumbling city and the power 
of nature to content with. This is one 
of the more exciting cut-priced PS2 
games currently available. 



RAGING BLADES 

PS2 ■ TAKE 2 INTERACTIVE 
This PS2 action title lets you 
explore the inner Barbarian in you. 
Choose from twenty characters 
(knights, wizards. Monks etc), and 
begin your quest. Up to four play¬ 
ers play at once using the multi-tap. 
Raging Blades is a top-notch budget 
title and a must for Golden Axe fans. 



ENTER THE MATRIX 

VARIOUS ■ ATARI 

On the cover last month. Enter 
the Matrix has been breaking sales 
records here and in Australia. In this 
3D action extravaganza, players 
plug into the Wachowski Bros world, 
fighting, driving and shooting their 
way through 60 levels with over an 
hour's footage, shot for the game. 



PROJECT ZERO 

XBOX ■ MICROSOFT 
Horror adventure isn't an easy 
genre to do well, but this release 
seems to be what nightmares are 
made of. Follow Miku and her impos¬ 
sibly short skirt (with a camera to 
help find objects and as a weapon!) 
around the Himuro mansion solving 
puzzles and picking up clues. 



THE SIMS SUPERSTAR 

PCs EAGAMES 

You too can live vicariously through 
your Sims and get your 15 minutes in 
the sun! The aim is simple, improve 
your skills hob-knobbing and 
advance up the celebrity ladder to 
superstardom. The various themes 
include acting, music and fashion. 



VIETCONG 

PC ■ TAKE2 INTERACTIVE 
Another war game to keep the 
napalm heads amongst you happy. 
A fairly basic storyline here. You are 
fighting the VC, infiltrating, stalking 
and striking in over 20 missions. Rich 
graphically with its immersive, realis¬ 
tic environments. Sound effects do a 
good job here too. 



ROLLERCOASTER TYCOON 2 WACKY WORLDS 
PCs ATARI 

Travel the world creating the crazi¬ 
est rollercoasters (motion sickness 
medication not included). Integrate 
famous world landmarks into your 
parks such as the Eiffel Tower, Big 
Ben, Statue of Liberty, Great Wall of 
China etc. 50 new ride types in this 
release. Strap yourselves in! 



RESIDENT EVIL 2 

CUBE ■ CAPCOM 

Claire Redfield travels to Raccoon 
city to find her lost brother, along 
the way she meets up with rookie 
cop Leon Kennedy and together 
they must fight their way out of the 
zombie-infested city. Not a polished 
remake, RE2 is a direct port from 
the PS1. 



X2 WOLVERINE’S REVENGE 


VARIOUS ■ ACTIVISION 
As the name suggests Wolvie 
escapes from the Weapon X program 
and exacts his revenge while search¬ 
ing for the antidote for his virus. Big 
action although controls are a bit 
iffy. Not a very long game either. 
Cameo voice acting is great though. 



TAO FENG THE FIST OF THE LOTUS 

XBOX ■ MICROSOFT 
Yet another foray into the fighting 
arena leads us to Tao Feng. Designed 
but Mortal Kombat co-creator John 
Tobias, this game seems to at least 
provide good fighting action (and 
scantily clad, tough girls). Nothing 
too awe inspiring over here but still a 
good game addition to this genre. 
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competitions 


COMPETITIONS 



RISE OF NATIONS 

On the cover this month is 
Microsoft's Rise of Nations. 
They've very kindly provided 
us with 3 copies. Answer the 
following to be in to win. 

"Which of the following was a 
Queen of ancient Egypt?" 

a) "Cleopatra" 

b) "Velouria" 

c) "Shakira" 



M0T0GP3 

SCENZ have kindly provided 3 
copies of the PS2 two-wheel 
racer MotoGP 3. Just complete 
the following sentence to be in 
the draw to win. 

"Which of the following was a 
death-defying stuntman?" 

a) "Evil Knievel" 

b) "Melvin Malicious" 

c) "Nigel Nasty" 



CAPCOM HORROR PACK 

Some lucky PS2 horror fan is 
going to win themselves a copy of 
Resident Evil Dead Aim and Clock 
Tower 3. Answer the following 
question to be in the draw! 

"Which of these movies was a low 
budget, horror classic?" 

a) "What Women Want" 

b) "Pearl Harbour" 

c) "Evil Dead" 



MIDNIGHT CLUB II 

Take 2 Interactive have given 
us a copy to give away with 5 
calendars for consolation prizes. 
Answer the following question to 
be in the draw to win! 

"What is the sequel to the film 
The Fast and the Furious?" 

a) "2Fast 2Furious" 

b) "Faster, a lot more Furious" 

c) "Fastest of the Furious" 


HOW TO ENTER 

Write your name, phone number and contact details on the back of the envelope, list the prize you're after and you will need to include the correct answer. 
All correct entries immediately go into the draw to win. All winners for this month's competitions will be notified July 6, 2003. 

Send to: Gamefreaks Competition, PO Box 68211, Newton, Auckland or email: competitions@tenthplanet.co.nz (Maximum 3 entries per email address) 



This incredible island adventure is the first to feature Diddy Kong, as 
Donkey Kong’s sidekick.! 

Challenged by the crazed tribe of reptilian Kremlings, they endeavor to get 
back their stolen banana hoard! 

Armed with lightning-quick moves, chest-pounding muscle and awesome 
aerial acrobatics, the duo is ready to face their cunning adversaries. 

Over 30 levels, plus dozens of hidden caves and secret rooms - more than 
100 areas in all! 
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PlayStation 2 


WITH NETWORK PLI 


Headset Included 


-&"ond" PlayStation* ore registered frodemorks of Sony Computer Enterloinment Inc Distributed by Sony Computer Entertainment Europe Classification R16: tontoins violence. 


SCE855XTBWA 


SOCOM: 

Special Operations Command. 


TEAM: 

You and three super efficient U.S. NAVY SEAL'S. 


MISSION: 

Covertly locate the enemy. Make 'em pay. 

PlayStation 2 

REQUIRMENTS: 

Get armed to the teeth with the SOCOM voice recognition headset. 

SKILLS: 

Control your SEAL'S and command your team over the headset, to 
infiltrate enemy hideouts. 














